TIGERS IN THE SNOW MAP DISPLAY 



Terrain Effects Chart 


Movement 


Symbol 

Name 

Cost 

Combat Modifier: ATT./DEF. 

Cg) 

Forest 

6 

1/2 

0 

Rough 

4 

1/1.5 

0 

Clear 

2 

1/1 

Westwall 

4 

German 2/2.75 Allied 1/1 

0 

River 

German 

Allied 

+3-+7 
+2 - +5 

.5/1 (to attack across) 

(to move across) 

(to move across) 

0 

Town 

3 

1/2.25 


Alternate Reinforcement Hexes 

North 

Edge Reinforcements 

West Edge Reinforcements 

ijjl South 

Edge Reinforcements 

C^) German Reinforcements 


Numerical Code 


1 28 Entry Hex 3 ( 6 ) victory Points - 
r F*it hpy Human (Computer) 


Local Supply States and Effects 


Supply State 

Defense Modifier 

Attack Modifier 

isolated 

.5 

not allowed 

limited 

.75 

.75 

supplied 

1 

1 


ZOC Movement Costs and 
Restrictions 

Costs 

4 MP — to move into an enemy ZOC 

8 MP — to move from one enemy ZOC directly into another enemy ZOC 

Restrictions 

Allied Infantry — may only move into a ZOC if it doesn’t begin its turn 
in a ZOC. providing it has enough MP. EXCEPTION: Movement from 
ZOC to ZOC is permitted in directions 4. 5. and 6. 

German Infantry and Allied Mechanized — may move from one ZOC 
to another if they have the MP to do it. Movement ends. 

German Mechanized — may move through ZOC to the limit of 
their MP. 


Alternate Reinforcement Positions 

If a unit's entry hex is occupied, the unit will attempt to enter on a hex 
located in the alternate entry hex for the appropriate map edge. The 
exact hex selected will be either the most northern or most western hex 
unoccupied. 
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